
CHAPTER NINE 











































metropolis that seems to ooze dread as it hauntingly looms over its sioister inhabitaots, the Deceptions, 
aod their terrified Rutobot prisoners-of-war. Initially, gamers almost aluuays cite an adjective that reflects 
Kaon’s vicious nature as the seat of Deception pouuer. Houuever, after playing Fall of Cybertron for a 
number of hours, those same Transfans are able to step back and admire the level of beauty, artistry, and 
high craftsmanship ujhich High Moon’s designers injected into rendering the landscape of Kaon: a city that 
should be both disturbingly awesome and gloriously awe-inspiring. 





Before Teletraan One subjected Soundwave to an invasive reformatting process in Earth year 1984—essentially turning 
Megatron’s trusted right-hand robot into the iconic blue and silver cassette player that Tranfans worldwide know and love- 
the Decepticon communications officer’s Cybertronian alternate mode was that of an armored carrier; although some clever 
toy collectors have found a way to effect a “boombox mode” (check some YouTube channels...) from the wonderfully-articulated 
Hasbro interpretation of the War for Cybertron action figure. 

In Fall of Cybertron, Soundwave remains one of Megatron’s most trusted lieutenants, yet his unwavering loyalty to his 
commander and tendency to spy on his peers at the behest of the Decepticon leader has made him a bit unpopular at times. 
His function and personality is recounted in great detail within the text of his original G1 tech spec biography: “It is said 
Soundwave can hear a fly sneeze. Uses anything he hears for blackmail to advance his status. Opportunist. Despised by all 
other Decepticons. Sensors can detect even lowest energy radio transmissions. Rble to read minds by monitoring electrical 
brain impulses. Hcts as radio link for others. Locates and identifies Hutobots, then informs Decepticons. Carries a concussion 
blaster gun. Often target of retaliation by his comrades.” 







































































CHAPTER ELEVEN 


STARSCREAM'S BETRAYAL 





















The amount of care that High Moon Studios’ designers take uuhen rendering concept sketches of machinery 
that are essential props for the game is remarkable. On the left-hand page is a turret constructed by Dim 

structure is a processing toujer that excretes pollutants into the atmosphere as a result of the scientist’s 
inscrutable experiments. The pollution discharged from these touuers creates the haze and effluence that 
stagnates around the peculiar niche he’s carved on the outskirts of Kaon. 

□n the right-hand side of the page is a series of five concept sketches used to render the all-important 
Space Bridge-shouuing houu the device functions [opens, closes, etc.]-a prop so very essential to the plot 
that dozens of concept designs exist for this astonishing piece of technology. 
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CHAPTER TWELVE 





for Grimlock’s holding tank [top left-judged 
to be “not big enough”], a hanging 
containment device for Oinobot Suuoop [top 
middle-right-it simply looked “better” when 
suspended in open space], an interact 

right], and the manner in which the designers 
worked out how Grimlock’s containment unit 
actually functioned. High Moon’s designers 
often work out on paper how props 
functioned [bottom right] well before these 
pieces are handed to the animators or 

Storyboard Rrtist Ed Marinov LOVES to 
show how these forces work [note the two- 
sketch draft of Grimlock’s containment unit 
to the immediate right]. 


Infamous for a diverse array of hideous 

Rutobot and Oecepticon alike freeze in fear 
as they enter his lair-a chilling, antiseptic, 
unsettling place that perfectly matches the 
demeanor of its lone inhabitant, Shockwave, 
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9 GRIMLDCK 

Recording to the Dreamuuave Comics continuity, before the founding of the Dinobots, 
Grimlock presided as leader of the Lightning Strike Coalition [Force]—an Rotobot 
sub-team comprised of him and the following team members: Slug, Sludge, Snarl, and 
Swoop. The L.S.C. otilized guerilla tactics to accomplish their missions, and they were 
one of the most successful of the elite fighting forces on all of Cybertron. Rfter 
Shockwave adapted these five robots’ alternate modes to mimic the appearance of 
planet Earth’s most frightening creatures, the robots broke loose of their shackles 
and Grimlock asserted his aothority over his former teammates once again. Thus, 
the Dinobots were born. 

So then, to reiterate, in Fall of Cybertron, the Dinobots were once Cybertronians- 
members of the Lightning Strike Coalition Force-who were subjected to a series of 
experiments run by Shockwave, the Deceptions’ cold and calculating Cyclopean 
military operations commander. Using Space Bridge technology, Shockwave scoured 
an untold number of planets inhabited by sentient life-forms searching for the 
fiercest, most formidable living creatures in the known oniverse in order to otilize 

by the “terrible lizards’” of Earth’s prehistoric times-the dinosaurs-choosing to 
use the reptiles’ intimidating physical attributes when configuring his experimental 


Rlthough Grimlock cannot change into his alternate mode at will, Grimlock instead 
accumulates rage as he battles his foes. When enough rage is amassed, he reverts 
into his familiar dinosaur mode, which results in a massive amount of damage inflicted 
upon his enemies, firmed with his Energo-sword and shield in robot mode, a lack of 
ranged weapons at first seems a hindrance... until his bestial fury is finally released. 

Rs a special added treat, for the first time in more than twenty-five years, Gregg 
Berger-the voice actor who provided Grimlock’s distinctive voice in The 

frighteningly effective dinobot commander. 

Unfortunately, like Bumblebee, Grimlock encounters problems with his vocal 
processors-both in Fall of Cybertron, and in the Transformers canon where “a 
recurring viral glitch in [his] vocal processors often gives him a characteristic speech 
impediment” [from IDW's reprinted Transformers: More Than Meets The Eye trade 
paperback]. 

Rlthough Grimlock is the lone playable Dinobot character in Fall of Cybertron, High 
Moon has released a DLC [downloadable content] pack featuring the Dinobots that 
can be used in the game's multiplayer mode. This DLC—called the “Dinobot Destroctor 
Pack”—features Grimlock, Slug, Snarl, and Swoop as playable characters. 


Thus, Shockwave onwittingly created one of the Rutobots’ most fearsome fighting 
units: the ill-tempered Slug [whose alternate mode is a triceratops], the gregarious 
Swoop [a pterodactyl], the dim-witted Sludge [an apatosaurus], the reserved loner 
Snarl [a stegosaurus), and the Dinobot Commander Grimlock [a fearsome 
tyrannosaurus rex]. 
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tV INSECtlCDNS 


With their motto of “Eat all you can, burn all the rest!” the 
Insecticons function as agents of the Deceptions uuho ally 
themselves uiith Megatron’s forces ujhen it serves their 
ouun rapacious purposes. In Fall of Cybertran, their 
presence in Shockuuave’s area of Kaon is readily apparent; 


When fighting as Elif 
(eventually] Grimlock, c 
recognize that there i 
different manifestations 
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9 JETFIRE 


In War fir Cybertran, Detfire belonged to a group of Seekers that partnered uuith Starscream. With a 
background in science, Detfire uuarned the Deceptions of the dangers of Dark Energon and uuas ignored. When 

partnered uuith the Rutobots uuho uuelcomed him uuith open arms; he uuas one of the heroes of the Cybertronian 
Civil uuar uuho helped to defeat Trypticon. 

Detfire is a valuable resource to the Rutobots in Fall of Cybertran, since-nouu more than ever-he is one of 
the few members of their faction who is capable of self-propelled flight. 
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CHAPTER FOURTEEN 


DATA ARCHIVES 





WEAPONS & UPGRADES 


The gauntlet uuas thrown down in-house for High Moon Studios’ designers to concoct new weaponrg for Fall of Cybertran, wishing to make the plagable Transformers 
characters’ primary and secondary armaments both revolutionary and highly effective. The designers gleefully accepted and deftly conquered the challenge, as evinced 
by the bevy of stellar armaments gamers can now equip and upgrade as theg negotiate through the three magnificent acts—the 13 superlative chapters—of High Moon’s 
techno-organic drama. Hs an added bonus, both factions of Transformers-the Heroic Rutobots and Evil Oecepticons-have access to the game’s entire weapons gallery 
[whether primary or heavy weapons] in single player mode and can be bought at a Teletraan One store. In multiplayer mode, weapons are divided between the classes 
based on hours upon hours of play testing—therefore, not every character class can use every weapon. 

With this arsenal of inimitable weapons at their disposal, the playable characters within Fall of Cybertran possess an artillery battery to rival any other platform game on 
the market. Rs most gamers know, it’s the variety and ingenuity of offered weapons that can make or break a third-person shooter. Game Director Matt Tieger not only 
understands the importance of having a broad selection of weapons, but of the necessity of upgrades. So then, each weapon’s upgrade affords the gamer a significant 
improvement-so there is a distinct urge to pursue weapon advancement. Better yet, you need only upgrade your weapon once, since upgraded weapons can be transferred 
from character to character. 






NUCLEON CHRRGE RIFLE 

Rn updated variation of the original null-ray uueapon [otilized by Ger 
□ne’s Starscream], the Nucleon Charge Rifle is an uber-powerful! 
rifle. Utilizing a telescopic sight to gauge the distance to your enei 
weapon issues forth a single, potent round. The power of this 


PHOTON BURST RIFLE 

Rlthoogh this weapon basically functions as an assaolt rifle [firing its 
rounds in short, fierce bursts], when arming the Photon Burst Rifle a gamer 
is afforded a special treat: they may view an opponent’s health status on 
the weapon’s Heads-Up-Bisplay [HUD]... an extremely advantageous ability. 
Once upgraded, the Photon Burst Rifle evolves into something even more 

armament can be set to automatically fire multiple rounds of ammunition. 


iatore yet devastating nuclear 
non is so powerful that gamers 
ngle, unbelievably potent shot. 


X-1B 5CRRPMRKER 

Rn updated version of Mar far Cybertran’s X-12 
autocannon, the X-1B triple-barreled chain gun tears 

knife through butter, yet burns through ammunition at a 
high cyclic rate. Unfortonately, when egoipped to smaller 
Rutobots such as Bumblebee or Cliffjumper the X-18 
Scrapmaker looks a bit bulky and awkward, but on more 
massive Transformers it appears formidably fearsome. 
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SOLDIER ROCKET LRUNCHER 


SENTRY ORB 


GRIMLOCK / MEGRTRON / OPTIMUS PRIME 


SUBSONIC REPEATER 




CHARACTER CONCEPTS 
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9 ULTRA MAGNUS 
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The Art of Transformers: Fall of Cybertron provides "Transfans" the world over with 
an abundance of unreleased, behind-the-scenes concept sketches and pre-production 
paintings as rendered by the world’s preeminent video game designers. For those 
video game enthusiasts who own the title and yearn to take an extensive peek behind 
the curtain, or for curious fans who would like to read more about the back story 
of their favorite Autobots and Decepticons, this tome’s spectacular artwork and 
stellar character designs will illustrate the epic voyage that High Moon Studios 
embarked upon in order to concoct one of the finest video games ever created. 




